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Growing game revenues fueled by experience expansion 
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Gaming is expanding both wider and deeper 


There are 185MM active US gamers ages 13+. Half are women. 
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Average Age 


Mobile has added new gamers to the market 
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Market Size and Player Demographics by Platform 

[United States][PC Gamers Excludes Social Games] 

Mobile Players 
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Console and pc gamers also play on mobile 


Overlap of Active US Gamers By Platform 
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Mobile Accessibility Has Added Diversity to the Market 




Reasons for playing mobile = short session lengths 


Percentage of Mobile Gamers that Endorse Reason for Playing Mobile Games 
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Great diversity within mobile market 


Gender Splits by Mobile Genre 

[North America] 
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% Players that Play Genre on a Smartphone Only 


Genre relates to market size and player base 
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Japan is less interested in competitive pvp than US 


□ North America □ Japan 
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US Software Revenue (Millions $USD) 


8 th Generation Console Software Sales Appear Down 
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Console Software Sales - 7th Gen vs. 8th Gen 

[USA][Digital and Physical][Excludes DLC][Year 1 is First Year of each Consoles Launch][2015 est.] 
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US Software Revenue (Millions $USD) 


But - REMOVING THE WII BUBBLE TELLS DIFFERENT STORY 
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Console Software Sales - 7th vs. 8th Gen 

[Wii Removed][USA][Digital and Physical] ][Year 1 is First Year of each Consoles Launch][2015 est.] 
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Percentage of US Software Sales 


The casual console experience was cannibalized 
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Percentage of Software Sales by Genre - 7th vs. 8th Gen 

[US]Digital and Physical] 
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# of Publishers with Releases in Year 


Digital is driving diversity on the consoles 
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Percentage of Total US SW Revenue 


And less revenue is driven by top Publishers 
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Percentage of Revenue from Top x Percentage of Titles - By Year 

[United States][Physical + Digital][Excludes DLC][Consoles] 
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COUNT 


Early access is still growing rapidly 


Early Access Titles by Quarter 

[Steam][April 2012 - March 2016] 

180 




NA Revenue (Millions) 


MOBA HAS GROWN RAPIDLY IN PAST 3 YEARS 
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PC F2P Genres & Annual Revenue 

[North America] [Client-Based Titles] 
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Total Hours Played 


GaaS model is increasing engagement outside of F2P 


Total Hours Played by Player Base ■ View of Partial Base (0%-75%) 

[Worldwide LTD][Steam Players] 
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Total Hours Played 


PC F2P LONG TERM ENGAGEMENT IS HIGH 


Total Hours Played by Player Base - View of Entire Base (100%) 

[Worldwide LTD] [Steam Players] 
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Prize Pool in $USD (Millions $USD) 


eSports tournament prize pools are growing rapidly 
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Yearly eSports Prize Pools 

[Worldwide] 
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Share of Total Yearly Prize Pool 


Players are funding the prize pool growth 
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Share of Total eSports Prize Pool 

[Worldwide] 
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Average Annual Spend ($USD) 


eSports audience is a valuable consumer base 
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Average 12 Month Video Game Spend by Platform 

[PC Gamers][North America][lncludes Microtransactions] 

□ PC Games (Client-based) □ Console Games □ Handheld Games □ Mobile Games 
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Monthly Active Users (Millions) 


Streaming provides a new way to share and consume 


Twitch's Monthly Active Users 

[Month of August Each Year] [Worldwide] 

□ US Users □ Worldwide Total 


70 

60 

50 

40 

30 

20 

13.4 

10 

3.7 

0 

2012 


61.7 



47.1 



31.3 



Jk, EEDAR 

'Z! CONTEXT IS EVERYTHING 




VR ADDS AN EVEN GREATER RANGE OF POSSIBLE EXPERIENCES 




Pricing is an initial barrier to mainstream penetration 
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How Much Would You be Willing to Spend on a VR Headset? 

[NA Active PC and Console Gamers] 
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VR PURCHASE INTENT RELATED TO HARDWARE SPEND 


Headset Purchase Interest in Next 18 Months by PC HW Spend 

[NA Active PC and Console Gamers] [Oculus, Vive, or PSVR] [Last PC Purchase] 
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EEDAR Insights - Data and Expertise Applied Across the Product Lifecycle 
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PlayerPulse is the tracker for an expanding industry 


PlayerPulse provides a 360° view from awareness and discovery to play and sharing. 


Who is aware of your product? 



What games are they playing? 



How do they engage? 






PlayerPulse is the tracker for an expanding industry 


PlayerPulse combines many services into one product. 
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Market Intelligence 
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